There are greater demands for university faculty to not only profess a knowledge base but to also effectively facilitate learning. The dominant metaphor has moved the educator from being portrayed as pouring knowledge from the jug to the mug (student) to an application of the Chinese story that suggests that in education, the emphasis should be on teaching fishing rather than giving fish away (Elmore, 1991) . This philosophy toward more active learning suggests that the aim of teaching is not to transmit information but to transform students from passive recipients of other people's knowledge into active constructors of their own and others' knowledge (Ellerman, 1999) .
There are greater demands for university faculty to not only profess a knowledge base but to also effectively facilitate learning. The dominant metaphor has moved the educator from being portrayed as pouring knowledge from the jug to the mug (student) to an application of the Chinese story that suggests that in education, the emphasis should be on teaching fishing rather than giving fish away (Elmore, 1991) . This philosophy toward more active learning suggests that the aim of teaching is not to transmit information but to transform students from passive recipients of other people's knowledge into active constructors of their own and others' knowledge (Ellerman, 1999) .
Teaching is seen as creating the conditions under which students agree to take charge of their own learning, individually and collectively. This discussion will focus on active learning, its assumptions and benefits, and will suggest the game-show format as a classroom tool that actively engages students. A specific game-show exercise is described in Appendix A.
Active learning is defined as "instructional activities involving students in doing things and thinking about what they are doing" (Bonwell & Eison, 1991, p. 5) . Proponents of active learning share an underlying ontological perspective that assumes that the student is self-reflective and actively engaged as a participant in his or her interactions with the world. This subjectivist perspective 1 is the foundation of a number of learning theories. Drawing on the categorization of Beard and Wilson's (2002) learning theories, we submit that the humanist, cognitivist, and action learning theories represent theories from this, more subjectivist, ontological stance. Humanists trace their roots to Socrates and Aristotle. This theory assumes that knowledge resides within the mind of the individual and that the role of the teacher is to question the student carefully and thereby draw out this knowledge. Indeed, this theory underlies the Socratic method, from which the method draws its name. The cognitivists assume that a person perceives stimuli and consciously interprets them in relation to his or her own mental framework. This theory underlies the writing of Lewin (1951) and Kelly (1955) . More recently, the work of action learning theory assumes that theory and practice inform each other as individuals apply theories from their experiences with their environments. This perspective is exemplified in the work of Kolb (1984) in his description of learning as an experiential learning cycle involving experiencing, interpreting, generalizing, and finally, applying and testing.
Charles Bonwell and his associates have been leading proponents of active learning in the college classroom (Bonwell & Eison, 1991; Bonwell & Sutherland, 1996) . These authors suggest a variety of techniques for incorporating more active learning techniques in the classroom, such as pausing in lectures to allow students to consolidate their notes; including brief demonstrations of short, ungraded writing exercises followed by discussion; developing group discussions; using feedback and guided lectures; and using debates, games, and role playing (Bonwell & Eison, 1991) . Other works that draw on active learning techniques are authors that discuss experiential learning (Beard & Wilson, 2002) , cooperative learning (Johnson, Johnson, & Smith, 1991) , teaching diverse students (Anderson & Adams, 1992) and teaching students with different learning styles (Fritz, 2002) . Appendix B lists works that overview readings on active learning and related topics.
There are several assumptions made by proponents of active learning that can be helpful to explicate (Hall, 1978) . First, problem-centered learning is assumed to be more enduring than theory-based learning. Second, there is an assumption that two-way learning is more enduring than one-way communication. A third assumption is that participants will learn more when they share control over and responsibility for the learning process. And finally, it is assumed that learning is most effective when thought and action are integrated. These assumptions also underlie Bloom's (1956) six levels of cognitive skills: knowledge, comprehension, application, analysis, synthesis, and evaluation. Students are more likely to draw on analysis, synthesis, and evaluation when they are actively engaged in their learning process.
Many faculty accept the premises of active learning but do not have adequate tools to bring active learning techniques into the classroom. We submit that drawing on the popularity of television game shows is one method for incorporating active learning into the classroom. Television represents a common experience for many of our students (Champoux, 1999; Hunt, 2001) , and there is evidence that they are cognitively engaged when watching television (Serey, 1992) . We propose that using a game-show format in the classroom leverages this cognitive engagement and facilitates translating the embedded lessons into an active learning experience.
The Use of Game Shows to Facilitate Active Learning
We would like to present two game-show formats and then to present ideas for question sources and possible prizes. The first format is based on the popular game Who Wants to be a Millionaire? The second draws on the longstanding Jeopardy. Appendix A provides an example of how the Who Wants to be a Millionaire? game format could be used to explain principles of diversification in a strategic management class.
WHO WANTS TO BE A MILLIONAIRE?
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This game is easy to modify for the classroom. Individuals or small teams are called on to answer a series of questions. If they answer the question incorrectly, the participants are eliminated. If they answer correctly, they can continue the game. This simple rule is enough to play the game. Depending on the professor's willingness, the game can be modified to match the game more exactly. For example, students can also be asked the commonly recognized question, "Is this your final answer?" For more elaboration, students can be offered what the show calls "lifelines." Lifelines are opportunities to have help if the participant cannot answer the question. The television show suggests three possible lifelines, and any or all can be used in the classroom. These lifelines are as follows:
• Fifty-fifty: The contestant asks the professor to eliminate two of the possible four choices from which to select. The player then chooses from the remaining two options.
• Phone a friend: The player asks the advice of a friend in the class and then the player chooses an answer.
• Ask the audience: The player may ask the whole class to indicate their choices and then the player chooses an answer.
A version of Who Wants to be a Millionaire? using PowerPoint slides is available for use in principles of management classes (Middlemist, in press) . In this game, the questions and answers are preset, and the rules of the game are incorporated into the presentation. Students progress through the series of questions. The questions are designed to review the management textbook material the students were assigned to read for the class. The test bank for any course, such as organization behavior, organization theory, or entrepreneurship, could be used as the basis for this game.
JEOPARDY
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This game is also easy to use in the classroom; however, it requires more planning. Faculty decide on four or five categories and questions for each category, with increasing degrees of difficulty. Questions can easily be put into PowerPoint slides or other appropriate software. Individual students or groups of students can be selected to play the game. The game is played as it is on television, with one group selecting a category and amount. For example, " 'Motivation' for five points please." Again, the professor can draw on the game show to make it as entertaining and fun as they like. A so-called daily-double slide can be inserted into the set of questions. When the participant sees this slide, the student can chose to wager some or all of his or her current winnings before seeing the question. If the player responds correctly, the wager amount will be added to that player's score. If answered incorrectly, the wager amount will be deducted.
Professor Mellie Pullman, formerly at Colorado State Uiversity, has used a version of Jeopardy in teaching a large, required management course. This class was not popular, and attendance was becoming a problem. Professor Pullman designed a Jeopardy game for use at the end of each class period. She randomly selects two groups to play the game, and they play the game for participation points. The game takes about 5 to 10 minutes to play. The questions are designed to review the material that the class is responsible for that day. Every group gets at least one chance to play during the semester. Using the game has increased the popularity of the class, as well as the attendance.
SOURCES OF QUESTIONS
The source of questions for a classroom game depends on the goal of the learning experience. If the intent is to review specific material from a textbook, a simple tool for generating questions can be to use questions from the test bank that may accompany the textbook. Other sources could be questions that review the material that was covered in class. If the intent is to apply the principles from class to the outside world, then the questions could be broader in scope. In the example given in Appendix A, the goal of the game is to have students understand synergy and related diversification. The questions center on a list of products or services. The playing group needs to give the name of the company that sells these products and services and the core competency or synergy that is represented among them. For example, if the list of products is motorcycles, automobiles, sit-down lawn mowers, and generators, the correct answer for the company is Honda, and the synergy is that the products focus on engine technology.
PRIZES
Faculty can be creative with prizes. The points from a game show can be substituted for pop quizzes or participation points to ensure students have read the required material. One faculty we know uses the points to give students the option of answering bonus questions in exams. We have found that there is not much incentive needed, and often the students are motivated simply by the game itself. However, candy bars used as the incentive to play the game described in Appendix A seemed to create a bit more excitement.
Conclusion
The use of active learning techniques help move the faculty from being a sage on the stage to being a guide on the side. The use of the game show in the classroom is consistent with the underlying assumptions of active learning that portray students as actively engaged in their learning and their world. This simple tool can help facilitate learning that draws on the higher cognitive skills that are involved with the analysis, synthesis, and evaluation of material. The use of games is particularly effective if the intellectual engage-ment is high and if students are more motivated to learn. If we can facilitate learning in a manner that is fun and engaging, then we all win. It may not be a million dollars, but in education, it represents the jackpot.
Appendix A The Synergy Game 4 Overview
This exercise is useful in teaching principles of diversification in a strategic management class. The lesson focuses on explaining the economies of scale and scope available from related diversification. This relationship has become known as synergy or as core competencies (Hamel & Prahalad, 1994) . This is a relatively complex construct to explain. This exercise puts students in the role of managers by having them identify how business units of recognizable firms are related.
Procedure
The participants can be either individuals or groups. Having two groups play against each other can relieve the pressure on any one individual and can make the exercise livelier. The procedure we have found effective is to have two groups sit across from each other on opposite sides of the classroom. A table is placed in the middle with a bell in the middle of the table.
The moderator reads the list of products or services (see Table 1A ). The students must identify (a) possible sources of synergy and (b) the actual company being described. For example, if the activities listed are family restaurants, airline catering, hotels, and retirement centers, the business is the Marriott Corporation and the synergy is standardized food service and hospitality settings. Each group can discuss among themselves to decide the company and the synergy. For this game, the answers to the questions come from the students' general knowledge of companies. Because this class is the capstone course for most universities, students should have a general knowledge of the companies and of their products and services. Our experience has been that one group can usually answer the question correctly. The first group that has an answer to both aspects of the question runs to the table and rings the bell. If they guess correctly the company and the synergy, they win the round. If they guess incorrectly, then the opposing team has the option to answer. If neither group answers correctly, then another question is given. Once one group wins, both teams return to their seats and two new teams come up to play. Once all groups have played, the winning groups play each other. This procedure continues until all of the teams have had a chance to play. The moderator keeps track of the winning teams until a grand champion (millionaire) is named. We have found that the game is livelier if prizes are provided to the winners. Candy bars have proven to be effective incentives. 
